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General Principles 


The most important rule: Whenever the 
rules are unclear use common sense and 
personal preference. Have fun! 


Line of Sight: Vehicles can see in their front 
180° part of their model. 


Preparation 


The Wasteland: The game is played on a flat 
6‘x4‘ surface, with at least 5-10 pieces of 
terrain on it. 


The Track: Place 1 start point marker on the 
table, and then place D3+2 check point 
markers anywhere at least 12“ away from 
each other. Number the markers in order 
from 1 to 5, and every even numbered 
marker counts as a dispenser. 


The Racers: The game is played with 2 to 8 
players using one vehicle each. 


Deployment: Players roll-off and then place 
their vehicles in order anywhere within 6” 
of the start point, and at least 2” away from 
other vehicles. 


Objective: Players must move their vehicles 
from the start point to each check point in 
order, and then back to the start point to 
complete a lap, moving within 3“ of points 
to pass them. The player who completes 2 
full laps first wins. 


Playing the Game 


The game is played in turns, with players 
activating their vehicles in the order set by 
the deployment roll-off. Once all players are 
done start from the first player again. 


Activation 


Vehicles may take one of these actions: 


e Move: Move +D6”, pivot once by 
up to 90°, can use one item 


e Drift: Move +D6”, pivot twice by 
up to 90°, can’t use any items 


e Boost: Move +2D6”, pivot once by 
up to 45°, can’t use any items 
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Movement 


Vehicles may move straight by up to their 
movement speed and pivot as described by 
their action, and then afterwards they must 
move straight by the full distance rolled. 


Overheating: If you roll a 6 on a D6 the 
vehicle takes 1 damage, and if you roll an 11 
or 12 on a 2D6 then it takes D3 damage. 


Collisions 


If a vehicle moves into contact with another 
vehicle or a piece of hard terrain it takes D3 
damage and stops. If it moved into contact 
with another vehicle then the target takes 
D3 damage and is pushed D3“ directly away 
from the ramming vehicle. 


Stalled Vehicles 


If a vehicle takes as much damage as its 
armor value, then it stalls. Stalled vehicles 
may not be targeted by items and may be 
moved through as if they were invisible. 
Stalled vehicles must spend their next 
activation doing nothing to repair, remove 
all damage and turn to face any direction. 


Dispensers 


Whenever a vehicle with no items moves 
within 3“ of a dispenser point roll one die to 
get anitem from the list corresponding to its 
current position. If you have no use for an 
item you may discard it at the start of your 
activation and remove 1 damage. 
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First Place 


Result Item 


1 Booby Trap: Take D3 damage. 


2-3 Caltrops: Place a caltrops marker 
in base contact. Vehicles that 
move within 3“ take 1 damage and 
the marker is removed. 

4-5 Machinegun: Target a vehicle in 


any direction up to 6“ away. Roll 
one die, on a 4+ it takes 1 damage. 

6 Shield: Next time this vehicle is hit 
by an item ignore 1 damage. 


Neither First nor Last 


Result Item 


1 Booby Trap: Take D3 damage. 

2 Mine: Place a mine marker in base 
contact. Vehicles that move within 
3“ take D3 damage and the marker 
is removed. 

3 Rocket: Target a vehicle in line of 
sight up to 9“ away. Roll one die, 
ona 4+ it takes D3 damage. 

4 Tractor Beam: Target a vehicle in 
line of sight up to 9“ away. Roll 
one die, on a 4+ the target is 
moved 6“ toward your vehicle. 

5 Shield: Next time this vehicle is hit 
by an item ignore 1 damage. 

6 Nitrous: Move +2D6“. 


Last Place 
Result Item 
1-3 Nitrous: Move +2D6“. 
4 Missile: Target a vehicle in line of 


sight up to 18“ away. Roll one die, 
ona 4+ it takes D3 damage. 

5 Tractor Beam: Target a vehicle in 
line of sight up to 9“ away. Roll 
one die, on a 4+ the target is 
moved 6“ toward your vehicle. 

6 EMP Bomb: All other vehicles 
halve their movement next turn. 
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` Vehicle Creation 


This section of the rules provides you with 
guidelines on how to create balanced 
vehicles to play the game. 


Vehicle Types 
Racer - Speed 12” / Armor 6 
© Special: n/a 


Biker - Speed 15” / Armor 2 


@ Special: Whenever you take 
damage roll one die, on a 4+ you 
may ignore all damage. 


Skimmer - Speed 12” / Armor 4 


© Special: Ignores booby traps, 
mines, soft, difficult and 
dangerous terrain. 


Walker - Speed 9” / Armor 6 


@ Special: Whenever you take 
damage roll one die, on a 5+ you 
may ignore all damage. 


Flyer - Speed 9” / Armor 6 


@ Special: Ignores booby traps, 
mines, soft, difficult and 
dangerous terrain. 


Heavy - Speed 9” / Armor 8 
© Special: n/a 
Driver Traits 


When creating your vehicle you may pick 
one of these driver traits. 


Adrenaline Junkie 


e Pros: Deal +1 collision damage. 


e Cons: Get +1 overheating damage. 


Speed Freak 


e Pros: Re-roll move dice. 


e Cons: Get +1 on all damage rolls. 


Road King 


e Pros: One extra 45° pivot. 


e Cons: Get -2 on all move rolls. 


Lucky Gambler 


e Pros: Re-roll random items. 


e Cons: Take +3 booby trap damage. 
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Advanced Rules 


This section of the rules provides you with 
optional advanced rules to make games 
more interesting. 


Terrain 


When setting up the table you may place as 
many of the following terrain pieces on the 
table as you want. 


Soft Terrain (rocks, fences, logs, etc.): 
Vehicles moving into contact with soft 
terrain may remove it but halve the rest of 
their movement. 


Hard Terrain (boulders, buildings, etc.): 
Vehicles moving into contact with hard 
terrain take D3 damage. 


Difficult Terrain (mud, water, bushes, etc.): 


Vehicles moving through difficult terrain 
halve the rest of their movement. 


Dangerous Terrain (spikes, lava, etc.): 
Vehicles moving through dangerous terrain 
must roll one die. On a 1-2 they must stop 
and take D3 damage. 


Speed Boosts (ramps, gravity fields, etc.): 
Vehicles moving through speed boosts add 
+6” to their movement and may try to 
perform a stunt. Roll one die, on a 1-2 they 
take D3 damage, on a 3+ they add another 
+6” to their movement. 
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Random Events 


At the beginning of the game and once any 
of the players completes the first lap roll 
one die to get a random event. The effects 
last until the end of the race. 


Result Event 


1 Clear Weather: No changes. 

2 Sabotage: One random vehicle 
immediately takes 1 damage. 

3 Foggy Weather: All vehicles have - 
3” range on items. 

4 Rainy Weather: All vehicles add 
+D3” to their movement. 


5 Cheering Fans: One random 
vehicle immediately moves 3”. 
6 Momma’s Present: One random 


vehicle rolls for a first place item. 
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